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4 ; Hinterlands Geomorphic Set 


; ae = Essentials: GM Starter Pack 


Pies 
sf 


All Roads Lead To Clyster could be set in any range of hills near to a seaport but other 
than that it could be in any northern part of Legend. It is intended to be run as part of the 
Maunderlak Saga in the Northern Hourla Hills and in the Port of Clyster. 


This scenario was written to follow on after the characters had been through the Trostenhal 
Mine scenario, but can be worked in to other campaigns easily. 


Tapae 


e Port of Clyster is the largest port in 
north eastern Albion. Ships from every port in Ellesland, and beyond, dock here to load and 
unload cargo. Whilst situated on the banks of the Gallory river, and overlooking the estuary 
that leads out into the Mergeld Sea, the port itself is actually slightly to the north and has- 


been improved over the years by dredging the area to allow for deep water ships to dock. 


a 


e. characters have been successful in their quest to rei the armour of the fal 
= king to its rightful place and after returning to Sir Reginald’s manor house have be 
ii Tales of their adventures are now beginning to form the basis of a number of Ballards t eing 
ones in the local taverns. g g 


a E E all good things must come to an end, and the end of this was a summons one 
crisp winter morning to meet with Sir Reginald. As the characters file into the study they are — 
_ greeted by a grim looking Sir Reginald. His voice has a hard edge to it as he says that the 


= latest letter he has received from Baron Maunderlak has left him very worried, not only for é 
$ the Baron, nor for himself, but mostly for the characters. d 
x = The Baron writes that in the Port of Clyster a number of crates of Ice Crystals bearing the 


fs _ Baron’s seal have been seen in a warehouse. This is unsettling news as the Baron does not 
have any that are being sold and suspects that whoever took the crystals from the Icevalen 
Bo Mine is the one behind the sale of these and by using the Baron’s seal they are trying to make 
ies it look like a legitimate sale. 


= The Baron wants the characters to travel the Wrything Wyrm Inn, on the Candleford road to 
: the west of Port Clyster and near to the village of Calmane, where they will meet his agent. 
f = The agent will identify themselves using the phrase ‘Winter Wolves’. Once they have the 

= information from the agent they are then to take any actions needed to recover or destroy the 


= crystals. 
= i; 


= Sir Reginald adds a warning to the Baron’s message to the characters, the Port of Clyster is 
surrounded by Baron Alfred’s fiefdom but is a Free Port and as such the characters have no 
. real authority to do anything that might be considered illegal. The Baron is sending a letter to 

= Baron Aldred and to the Lord Mayor of Port Clyster to let them know what he has tasked you 
__ to do, but Sir Reginald warns you that the Baron’s influence, if they are arrested, is going to 

_ be very limited. & 


me 


With winter now here even going by road will not be the easiest of journeys. The route south 4 
z _ through the Northern Hourla Hills and then skirting Port Clyster to reach the inn will be as a 


_ fast as taking the much longer route on the roads through Baron Aldred’s lands and then 
i through the valley carved by the Gallory river to the port. 

bare, Z 

5 =- The characters have been told to report to Castle Maunderlak early tomorrow horing and = 
= _ they will be equipped with mounts and supplies for the journey. 


F the characters awake the next morning the frost covered ground has a slight covering of 
Snow. 


ks random chart should be used. an / eo 
me? 
Chance of Encounter: 20% (check morning and evening) f 
d100 roll 


01-07 Bats (4-24) 
| 08—10 Basilisk 
> 11-13 Death’s Head 
14-33 Dwarven settlement (4—40) 
34—43 Abandoned Dwarven fort 
Ps 44-45 Dwarven adventurers (3—12) 


Fi or Ñ GMs that do not wish to use the written encounters for the journey fhe the oll 


66—69 Outlaws (3-18) 

70-71 Human adventurers (2-8) 
72-78 Orcs (4-24) 

79-80 Pazuzus (1-3) 

81—84 Trolls (1-3) 

85-88 Skeletons (3—18) 


46—48 Earth Elemental 
49-50 Ghost 
51-57 Goblins (1—10) 
-= 58-60 Manticore 
61—64 Ogre 
65 Hermit (often a Mystic) 


89 Spectre 

90 Wight 

91—93 Gargoyles (1-3) 
94-97 Apemen (2-12) 
98—99 Gorgon 

00 Dragon 


PTT eas,” 


Day 1 Upon entering the ruins the 
characters will notice that, 


although the stonework is 


As the characters are getting 
Leaving Castle Maunderlak ready to leave there is a 

by late morning, the very old and worn, in a few disturbance in the snow that is 
characters are greeted by a places there are carvings in noticed by any characters that 
_ rather bright but overcast day the walls that look familiar. In pass a PERCEPTION check. 


with a few snowflakes drifting fact the characters have seen 


fe inthe air. similar carvings various parts As this is in daylight the 

2 va of Trostenhal. characters will all get +5 to 

PES The journey south into the their PERCEPTION score. 

= hills is easy enough but as the Sheltering here overnight Those that make it notice 

_ ~ afternoon starts to wear on is the safest place for the a moving mound of snow i P 
; - the amount of snow falling 


characters and there is enough rapidly approaching the camp. 
cover for them to make camp an 
safely and to start a small fire 
to keep them and the ponies 
warm. 


increases, to the point where 
as the light is starting to fade 
the characters can barely see 
= more than twenty meters 
= ahead of themselves. 
E Day 2 
All is not lost though as out of 
the snow a shape of a building Sun breaks through the 
_ appears. The shape turns out dispersing cloud cover to 
_ tobe the ruined remains ofa shine upon a newly white 
a small fort, situated on the top field of snow that now 
— of a hill. blankets the ground as far as 
is the eye can see. 


Water) Elemental 
. E eee g 
* C ATTACK 1 Di > 5 
Fists (d10, 6) 
DEFENCE 14 
~ Armour Factor 0, immune to. 
non-magical weapons 
-= EVASION 4 
REFLEXES 8 
STEALTH 10 
PERCEPTION 14 
(panoptical) 
MAGICAL DEFENCE 8 
aa Health Points 20 
Movement: 15m 
is _Rank-equivalent: 8th 


_ Water Elementals travel 
-freely on or through their 
element, and can create water 
currents to propel or capsize 

a small boat. In the case of 
Ice Elementals this ability is 

_ restricted to snow and ice and 
instead of water craft they can 


= wagons to slide around or tip 
over. | 


_ This encounter is not a chance 
one, the elemental had been 
Big ‘summoned for the purpose of 
attacking the characters. The 
question is by whom? 

After the encounter with the 

© ice Elemental the characters 


; little to get back lost time but 

Fa -there are no other encounters 
_ today as they ride across the 

snowy hills and dales. 


cause animals and small carts/ @ 


Day 3 


The third day finds the 
characters making good time 
whilst following the edges of 


will need to pick up the pace a the hills to make the going 


easier. 


It is around two in the 
afternoon when the characters 
are riding through a more 
densely covered area of 
woods on the eastern face of a 
group of hills when they are 


Maps e with permission on ic Maps 


ambushed by a group of Orcs. ES 


There are two orcs per 
character plus a leader. ~ È. 


They have been sent to 
waylay the characters, 
but even if one of themis — 
captured they will be unal 
to tell anyone who sent 
them. There is a magical 

compulsion on them, tha 


See Enchantment or 
b ‘ 


z s 
The ores are cunning and \ will | 
3 nN say to separate the characters 
-to maximise their chances of 
defeating them. 


eh 
ett ie 


Ore Captain 


Dy = ATTACK 14 

Sword (d8, 5) 

DEFENCE 7 

Armour Factor 3 (Mail 

Hauberk + Shield) 

_ EVASION 3 

REFLEXES 11 

_ STEALTH 12 

PERCEPTION 4 (darksight) 

Paa MAGICAL DEFENCE 3 

a - Health Points 12 

= Movement: 10m 
-Rank-equivalent: 3rd 


-Orc Warrior 


_ ATTACK 12 
- Sword (d8, 5) 
DEFENCE 5 
Armour Factor 3 (Mail 
_ Hauberk + Shield) 
_ EVASION 3 = 
REFLEXES 11 Maps used with permission from ic Maps y 
STEALTH 12 — Day 4 Day 5 gi 
PERCEPTION 4 (darksight) ; 
= MAGICAL DEFENCE 3 The day starts off overcast The characters spend the day _ 
- Health Points 6 x 5,6 x 8 again and there are leading their ponies more = ~ 
Movement: 10m intermittent snow showers than riding them as the snow ` 
% ouia lst but the characters make good carries on falling. 
time. By the evening though a 
the snow is starting to fall This means that the lights 


= “the characters can recover more heavily. the inn only come into sight. 
E eighteen Gold Crowns. shortly before full darkne 
-By morning the snow is lying WES 
B3 ‘the end of the re the fifteen centimetres deep on . 


haracters | are now over half the ground. 


’ : Maps used with permission from 
a ‘The Wrything Wyrm Inn is a small establishment situated no more ‘than five miles from the — 
i nearest gate into Clyster, close to the village of Calmane. Its main claim to fame is thatit - 
ig is supposedly the site where three hundred years ago a crusading knight returning home 

stopped to rest and was attacked by a dragon. The knight almost died defeating the yomi and s Aa 


Na 


Fi 


victory. 3 s se A 
“How true the story is, well that is debatable. But the Wrything Wyrm has been here for well - 
over two hundred years, serving weary travellers that cannot quite make it to Clyster befor 
‘the gates are shut of an evening, along with those that wish to be a little more discreet about | 


|The current owner and landlord is Karl, an ex-marine from one of Baron Aldred’ S fews 
5 He took over the establishment around ten years ago along with his wife. Se 


os ane find the main 
room of the ee eg 


; eit; 1S ed into a bar, 
ae casual seating and dedicated 
_ dining areas. 


-> — The food is cooked on site by 
Jonas le Merde, a chef that 

ie hails from Chaubrette, and his 

' assistant Tim. 


=the breakfast and assists Jonas 
-_ up until early evening before 

= retiring, Jonas cooks all the 
other meals but will get help 
_ from one of the servers if 
there are a lot of people all 
arriving at once for food. 


f _ Tim does all the cooking for 


P 
E 


There are four servers, three 
that work the afternoon 

= and evening shift, Rachel, 
= Deborah and Clariss, and 

_ Kristen who works the 

= breakfast shift. 


= There are a limited amount 
= Of beds available to weary 
travellers, a shared room of 
_ four individual beds and a 
second room that has two 
= individual beds. 


Karl and his wife also have a 
room at the inn. 


Ee The staff that stay late to tend 
©- tothe customers, bar and 


They return early the next d 
for the breakfast service. 


For the purposes of this 
adventure anything that 
happens after the bar closes 
will have nothing to do with 
those members of staff. 


The inn also has an enclosed 
courtyard and stables. 


When the characters arrive 
there are no mounts stabled 
at the inn and the only cart 
is the one owned by Karl for 
hauling supplies to the inn. 


The draft horse used for the 
cart has a small stable and 
paddock next to the staff 
cottage to allow for more 
space for customers to use the 
stables here at the inn. 


When the characters step 
through the door of the inn, 
assuming that they decide to 
come in the front way they 
will be greeted by Karl and 
asked if they plan to stay the 
night and if they have any 
mounts. 


Beds cost eight florins a 
night, but this includes the 
evening and morning meals 
and a drink of ale with each. 
Stabling a mount will cost an 
additional florin. 


Once that is taken care of the 
characters will be taken by 
Rachel fto their table where _ 
she will take their orders. 


eee 
— 


one 


Trout in a white sauce with s A 
rice. 


Lamb cutlets, potatoes and 
seasonal greens with a mint 
sauce. 


Game stew with bread. 


Shepherds pie and seasonal 
vegetables. 


Light or dark ale are available 
and for an extra florin the ale 
that comes with a meal can be 
changed to a goblet of red or 
white wine. 


The prices are not cheap but 
as there is no competition 
nearby, the beds are clean and 
vermin free and the fare is 
good, people do not tend to 
complain. 


Once Rachel has taken the & 
order it takes around five 
minutes before she returns 
with the drinks and another H 
twenty after that with the i 
food. 


If characters want to E oe: 
more drinks then an ale is = 
pennies, a wine is one florin eee a 
and five pennies. | | 


= communicate with Rachel is 
not really that important, but 
_ other than them shouting it 
across the room have her tell 
f them the bare basic facts (see 
= below) and arrange to meet 
them out by the stables after 

; service is done so that she can 
x fill them in more fully. 

a 


Rachel passes on the 
_ following: 


- The warehouse that the crates 

are in is down at the dockside 
and seems to be a reputable 
= business. It is run by the 
Gibbs brothers. 


The harbour master’s office 
has a log that notes that there 
r -is a ship due in tomorrow 

-evening with a cargo for that 
= warehouse. They will also be 
= leaving the day after with a 

_ full hold. 


= There do not seem to be any 

= more guards at any point than 
= would normally be seen at 
-such a warehouse. 


Rachel has no additional time 
_ to pass on information due to 
other customers. 

eS 
Once they have finished their 
food and drink the characters 
can either retire to their 
oms, sit in the dining area, 
at the bar, till closing time. 


Once the dining area is toed 
the characters should easily be 
able to slip out to the stables. 


What greets them is a 
nightmare. 


Sitting on the ground in a pool 
of her own blood is Rachel 
with her throat cut. Cut so 
deeply in fact that it is cut to 
the bone. 


At this point the characters 
have a few options available 
to them. 


Hide the body, it is very 
snowy still. 


Leave the body where it is 
and pretend that they were 
never there. 


Leave the inn in the middle of 
the night and hope to outrun 
any possible assassins that 
may still be lurking in the 
area. 


Alert Karl to the murder of 
Rachel and take their chances. 


If the characters decide to 
stay have them experience 
and very tense but uneventful 
night. 


If they decide to leave in the 
middle of the night then of 
course it is going to look very 
suspicious when Rachel’s 
body is then found the next 
day. 


ee fn the ch 


telling Karl why 


" Hi 
Tim off with a message to the = 
Watch Commander in Clyster 
with a detailed description of 


what happened. 


The characters at least have 
the name and location of the 
warehouse that the crates 

are being stored at. This will 
allow them to make their 
way to Clyster and locate the 
warehouse, day or night. 


What they then do is up to 
them. 


If the characters insist on 
becoming detectives and 
searching the area for the 
killer have them go through 
the motions, but only if they 
are really creative about what 
they do and/or roll very well 
on their perception checks tell | 
them that there was only one 

set of foot prints found in the Lg 
snow, and that they lead off to a 
the north of the inn, into the . 
wooded area there. : 


They cannot catch whoever 
did this. es > 


Otherwise the only real c course se. 
of action is to enter Clyster - 


and seek out the archou A 


) If you have egoy this scenario then please look out for other Dragon Warriors products a 
a 3 prose? Red Ruin Publishing and available via DriveThruRPG. 


he e Maunderlak Saga: ge Locations: 


allen Monaster The Tower of Ulric The 
Se Sorcerer eas 
e Ruins of Trostenhal = a 
| The Village of Garric : 
The Icevalen Mine | eee es 


s = SN ee x Wie 


: Ravenswall 


to Trostenhal 


